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Cat Questionnaire: Scottius Polke 


This month, artist Scottius Polke 
dares to answer Cat's 14 leading questions 


SL Date of Birth: 3/28/2008 

SL activity: Art and Shellfish 

RL location: Austin, Texas 

Bio; Even as an otter pup, Scottius liked 
to build and texture fanciful, immersive 
environments in virtual worlds. His 
grandpa, Elvis, thought he would be 
better served creating assemblage art and 
encouraged Scottius to hang around junk 
shops. His real life avatar, Scott Rolfe, 
recently released a book called 
Aessemblage, available on Etsy. 


1, What in SL has brought you the most 
happiness? 

Before joining Second Life, my art had 
faltered to a complete stop. I found little 
inspiration to continue locally. Though | 
had joined SL out of curiosity, | soon 
discovered there was an art world here. 
The ability to show my existing art, try 
out new things, and be able to come into 
contact with others with a love of art 
really set me off on a new stage in my 
artistic life. 


2. What has given you the most 
sadness? 

How ephemeral things can be here. There 
have been many great builds (and 
people) who have made their way 
through SL that vanished overnight. 


3. How would you describe your home 
in Second Life? 

Thave never had any real home of my 
own, but have had wonderful people who 
have allowed me to stay at their sims, 1 
will usually have a skybox that consists 
of'a megaprim and whatever projects 1 
am working on. 


4. Who in SL do you admire most? 
Too many to recall but those who had 
never attempted art in RL before, and 
discovered their love of it here. 


5. What character trait do you have in 
SL that is furthest from your RL 
personality? 

Like the trait of my otter avatar, I feel I 
am much more care-free here, In the 
outside | tend to be much more cautious 
and enjoy fretting a lot. Though that 
fretting comes out here as well, so the 
two worlds do collide. 


6. Which character trait did you leave 
behind in RL? 
See above, 


7. What is your weakness when it comes 
to spending your Linden dollars? 

T haven't spent any in several months, but 
I did splurge on a horse for tinies once 


8. What is your favorite place in Second 
Life, and why? 

Very hard to limit it to one place, but 
some places I miss are the Baron Grayson 
sims as well as La Reve. 


9. What scares you the most in (or about) 
Second Life 
Lag 


10, What is your secret pleasure in SL? 
Digital herring. 


11. What would it take to drive you out of 
Second Life? 


If Linden Lab disallowed any use of third 
party viewers. 


12, What one word would you u: 
describe the art community in 
Purple 


to 


13. What are you most proud of in 
Second Life? 

Well I think the favorite build I ever did 
was The Docks, It was based on a sketch | 
did of an odd creature on a bridge near the 
sea. | had the most connection with it 
emotionally; it somehow felt both creepy 
and comforting to me at the same time. | 
also liked that it both had a loose 
narrative, but the visitor was able to 
interpret in their own way 


14, If you built asim from scratch with 
unlimited resources, what would it be 
called? 

The Otterman Empire 


The Art of Sco Rolfe 
http://www srolfe com 
Scott's Facebook page 
https://www facebook com/scottrolfeart?frefets 
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KatieLove Adored is a native of Cape Cod, Massachu- 
setts, born in 1970 to naturist parents who exposed her 
to the many forms and shapes of the human anatomy. 
Her mother studied at the School of the Museum of Fine 
Arts, Boston, and was and still is a large influence on 
Katie. 


Katie developed a love for charcoal and pencil at the age 
of 12 and a few years later was introduced to pastels. She 
would take the black and white photos her dad took of 
family and friends and draw the people in the pictures. 
With family and friends being naturist also, it was a nat- 
ural for her to draw nudes. 


Katie also does male figures but finds the soft curves of 
the female anatomy to be more pleasing to the eye and 
her favorite subject to draw. 


Laguna Dream Gallery is inspired by the many artists of SL who 
create works not only in SL, but in RL as well. There are new 
exhibits each month for your enjoyment. In addition, performance 
art readings will inspire all your senses, immersing you in voice, 
imagery and music. All works are available for purchase. We look 
forward to having you join us at the Laguna Dream Gallery. 


Rachel Emodemon and Diamond Carbetta, Owners. 
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‘Part One of a Two Par 


erhaps the only thing about 
pss Life that is the same for 

everybody is that it is different for 
everyone. 


Two avatar profiles, seen dancing (not 
with each other) in a club: One had the 
fairly common instruction to not even 
ask about RL. The other one had a 
blunt statement that anyone who 
would not speak on voice immediately 
should “go be a fake” elsewhere. 


There are two types of people; the ones 
who divide people into two types... 


Those two avatars should probably not 
be introduced, but they do nicely rep- 
resent one duality. Some people come 
to Second Life to get away from real 
life, if only for a quick break, Others 
use Second Life as just a sophisticated 
chat client and are interested primarily 
in creating real-life relationships. 


That's similar but not identical to the 
spectrum written about recently here 
(“Immersionist vs. Extentionist” by 
Gudrun Gausman, February 2013), An 
immersive becomes her avatar, feeling 
what she imagines the avatar feels. An 
extensionist manipulates her avatar as 
a tool. As Gausman points out, it's 
more likely that an extentionist will 
tend to bring real life expectations to 
Second Life while an immersionist will 
expect Second Life to be a different 
world with different rules, though just 


as emotionally involving and perhaps 
even as painful as real life. 


There are many other differences. 
Some immersives prefer to interact ag- 
gressively; they put on their combat 
meters and HUDs with their under- 
wear, and don't see the point of spend- 
ing time in sims that don't have 
damage enabled. Others have never 
worn a combat meter and have no de- 
sire to kill or be killed. (And that sort 
of aggression is quite different from the 
motivation of a “griefer” who enjoys in- 
terfering with other people's enjoy- 
ments; “breaking” whatever sort of 
engagement connections and interac- 
tions are going on around him.) 


These ranges are not completely inde- 
pendent. Many people have relation- 
ships that move back and forth 
between both real- and Second Life, 
letting them interact in many ways (in- 
cluding combat) while wearing differ- 
ent bodies. 


Everyone has tendencies away from 
perfect balance along these axes; every- 
one prefers to be at least a bit toward 
one extreme or the other. Groups will 
reflect the average tendencies of their 
members. One group is noteworthy for 
deliberately focusing on staying flexible 
and close to the middle of these dimen- 
sions. They seek to keep company with 
everyone in every direction: the Com- 
panions. 


In 2002 and 2003, a science fiction 
series called Firefly, created by writer 
and director Joss Whedon, ran on the 
Fox television network briefly and was 
canceled after just eleven episodes were 
broadcast. In 2005, the movie Serenity 
continued the story, and a few print 
publications have added further to the 
canon. Amid many other plot ele- 


anyone can claim the title at any time, 
no matter how wise and compassionate 
they actually are, regardless of their 
skills or equanimity. 


But in the autumn of 2009, the person 
roleplaying the “High Priestess” of one 
of the Second Life Companion's Guilds 
turned that position over to Varahi 
Lusch. 


[Firefly] presented the vocation of 
“Companion,” the 26th century equivalent 
of an escort, Greek hetaera, Renaissance 
courtesan, or Japanese oiran... 


ments, the series presented the voca- 
tion of “Companion,” the 26th-century 
equivalent of an escort, Greek hetaera, 
Renaissance courtesan, or Japanese oir- 
an - a prostitute with high social 
standing. Unfortunately - or perhaps 
fortunately - the series focused on an 
atypical lone Companion, Inara Serra, 
and did not have the chance to show 
how the mainstream Companions 
lived. This lack of “canonical” informa- 
tion has allowed the idea to be exten- 
ded freely. 


Roleplaying in the Firefly “'Verse,” in- 
cluding roleplaying as Companions, 
has been popular since the show aired. 
However, “being a Companion” is no 
more significant than “being a wizard” 
was in other roleplaying worlds, since 


Varahi brought a goal to the office of 
High Priestess. She wanted to make 
“being a Registered © Companion” 
meaningful, to make it more than a 
pretense in a game. She brought a set of 
real world experiences, skills, and un- 
derstanding that allows her to work ef- 
fectively toward that goal. It is still true 
that gamers can roleplay as Compan- 
ions any time they want. But to be a 
Registered Companion of Varahi's 
Guild requires actual skill, real know- 
ledge, and genuine compassion. High 
Priestess Varahi Lusch created a pro- 
gram of actual learning, a real cur- 
riculum. 


Many people have speculated (usually 
while sniggering) about what lessons 


would be taught in Companion's Guild 
schools. Obviously they would need 
lots and lots and lots of practice having 
se: 


Varahi took a more realistic approach, 
She began with the fragmentary 
concept of the Companion created by 
the show and slightly expanded by the 
canonical supplements, and adapted it 
to the Second Life roleplaying com- 
munity: Companions were _ skilled, 
honored professional courtesans and 
entertainers, renowned for their grace 
and artistry, who chose their clients 
from applicants throughout the many 
worlds in this case, the worlds of 
Second Life. In Second Life, the Firefly 
Companion's Guild would train, sup- 
port, and coordinate their hiring. 
These roleplaying characters would be 
able to provide friendly company, scin- 
tillating conversation, or warm intim- 


acy. Just as in the fictional canon, to 
find the right Companion, clients apply 
and describe what they seek. The Com- 
panions then choose requests that they 
will enjoy fulfilling. 


Varahi designed not only the lessons 
but also the environment to create such 
Companions. Recognizing that people 
willing to have sex are not uncommon 
in Second Life, she sees no need to 
teach it — not one of her classes teaches 
how to “do” sex. Companions “do” sex 
any way they are comfortable: para- 
graph-long emotes, a sentence or two, 
quick fragments. They may keep it “in 
character” or describe their real-world 
actions and reactions. They may make 
heavy use of poses and animations, or 
none at all. There is one limitation im- 


posed by the Guild: no Companion 
may use voice or Web cams with a cli- 
ent, or share pictures. Since some 


members of the Guild have real-world 
concerns about their privacy and safety, 
this rule protects all members of the 


Guild from clients applying the pres- 
sure of “well, last week she put on a 
show for me on her Web cam ... what's 
wrong with you?” 


Second Life Companions are human, 
furries, science fiction aliens, and 
fantasy races. They are male, female, 
and some other genders. They are het- 
erosexual, homosexual, and_ bisexual. 
They are chaste and promiscuous, 
monogamous and polyamorous, kinky 
and vanilla. They may be single in real 
life, may have real life partners (who 


may be aware or unaware of the Guild) 
- or may be partnered with another 
Companion. (There are married 
couples in the Guild.) 


Companions choose their clients and 
what activities they offer. Some of the 
most active and popular Companions 
provide only conversation, with little or 
no physical contact. Companions are 
never pressured to spend time with 
anyone they don't desire, or to do any- 
thing that they do not wish. 


With such variation in Companions, it 
is impractical to teach the mechanics of 


sex. The Guild teaches only what every 
Companion must know: the mechanics 
of Second Life, the arts of conversation 
and roleplaying, and interpersonal rela- 
tionship skills. Companion training en- 
hances the experience of Second Life 
and the interpersonal skills are equally 
useful in real life. A Companion who 
wishes to provide special services (per- 
haps some of the many forms of kinky 
sex) develops them with the Guild's en- 
couragement on her own. 


Becoming a Companion in Varahi’s 


Guild is not a “badge” that can be 
earned in a few weeks. Most people 
cannot believe that anyone in Second 
Life can be expected to spend so much 
time working to earn the title of what 
appears to be just a roleplaying charac- 
ter type. 


It doesn't take long to claim that role- 
playing title. Anyone can do it at any 
time. That didn't change when Varahi 
became High Priestess. But now there 
is a program of lessons that teaches not 
only the external elegance, craft, and 
beauty needed to look like a Compan- 
ion, but also the internal joy, love, com- 


passion, and serenity needed to be- 
come a Companion. That takes a year 
or two. 


What a Companion learns in the many 
months that it will take to earn Regis- 
tration are the middle ways between 
the extremes of Second Life. Compan- 
ions learn to operate their viewers in 
sophisticated ways and to manipulate 
the Second Life environment by build- 
ing and scripting in an extentionist way 
~ “playing the game” well - so that they 
can provide a more deeply immersive 
experience for their guests. Many 
Companions are experienced roleplay- 
ers and can navigate a “confrontation- 
al” game situation - but in graceful 
character with the goal of creating the 
happy ending where all are warm 
friends. Members of the Guild are re- 


quired to keep their “real lives” private, 
but the root purpose of an Encounter is 
to create a feeling of being warmly 
cherished, even loved, in the guest. 
Whether the Encounter is simple gam- 
ing, teaching, helping, advising, or even 
an openly sexual dalliance, the Com- 
panion in Second Life is hoping to 
arouse real feelings of pleasure and joy 
in her real-world guest. 


Interacting in that middle way requires 
the strength and confidence to control 
the conversation and keep it out of the 
extremes. Companions are taught a 
framework they can use to structure a 
meeting - an “Encounter” ~ that will 
quite possibly go from two complete 
strangers meeting for the first time to 
passionate and joyful lovemaking. 


Encounters ebb and flow 
through four — Enjoy- 
ments beginning with 
the Gazing, which is 
public and casual inter- 
action, They can then 
proceed through Smil- 
ing, intimate conversa- 
tion, usually during a tea 
ceremony, on to Holding 
Hands, which is non- 
sexual physical contact 
such as dancing. If both 
Companion and_ guest 
are interested, the En- 
counter can continue to 
Union. This pattern is 


only a framework; the only firm rule is 
that the earlier Enjoyments must pre- 
cede the later — no skipping steps. Oth- 
er than that rule, every Encounter is 
unique. 


Becoming the sort of person with that 
strength and skill, who can gracefully 
lead a guest to joy and love, is not a 
quick process. Even once the skills are 
learned, they must maintain the emo- 
tional strength and stability needed to 
perform in this role. Companions ac- 
cept, with an open heart, emotions and 
“drama” that can be draining. The 
Guild is intended to support the Com- 
panions, providing in theory friends 
and lovers who share their understand- 
ing and have often experienced similar 
feelings. It is of course a real-world or- 
ganization made up of fallible human 
beings with real-life obligations and 
distractions, but it aspires to be an ex- 
tended polyamorous family that first 
ensures that its own members know 
that they are loved and valued so that 
they may offer pleasure and affirma- 
tion to their guests. To all its wildly di- 
verse members, the Guild should be 
the place where they are always accep- 
ted, their warm and welcoming home. 


Companions can give love unlimitedly 
when they know they are loved without 
limit. 


Perhaps the most common response to 
a description of the Guild is something 


like, “yeah, okay, so you've got a lot of 
roleplay wrapped around it — but Com- 
panions are still just escorts pretending 
to fly spaceships.” This attitude was 
shown in the original Firefly television 
show: 


Inara: “Ambassador” is Mal’s way of 
saying... 


Malcolm: She's a whore, Shepherd. 
Kaylee: The term is “Companion.” 


Mal: I always get those mixed up. 
How's business? 


Inara: None of yours. 


So the second installment of this series 
will explore the differences between 
whores and Companions - between 
those who provide contractually-ar- 
ranged services and charge for sex, and 
those who love freely. 


‘T—e—Z. 


Citlalmina Seranno joined the Com- 
panion's Guild in September 2010 and 
was given the name Fa-Le Yan when 
she Registered in November 2011. 
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volved around why we shop. While 

my ranting pretty quickly allowed 
me to conclude that we shop because 
we all like to collect crap, it eventually 
turned into a dissertation of our need 
to satisfy our internal id. I looked at 
some of the newer features that have 
come our way through the evolution of 
the Linden Labs viewer and the up- 
dated copies of all of the other third 
party viewers that have evolved from it. 


L" month my pontifications re- 


This month I want to extend the theme 
and look at some specific ways the 
newer viewer features allows us to or- 
ganize our inventories. I wish to ex- 
plore new ways to reduce our bloated 
inventories without going through 
purges. Now before I start going 
through step by step procedures, I need 
to establish the environment I will use 
to demonstrate some of these great fea- 
tures. 


What I use is Phoenix Firestorm, I use 
the Hybrid mode of the viewer to get 
some of the best features of V1 and in- 
corporate all of the V2 and V3 features 
too. The irony of using this viewer in 
hybrid mode over an extended time is 
that I've come to override or remove 
many of the V1 features and replace 
them with the newer features of V2 and 
V3. As I've learned the new features 
and become comfortable with them, 
Tve found that the V1 features seemed 
“antiquated.” So any references to menu 


or text examples you read will be from 
my actual viewer. 


Now before you feel that ’'m pushing 
that you too should use Firestorm, I'm 
not. All of the features I'm going to dis- 
cuss are available with the Linden Labs 
base viewer. Yes, some of the menus 
and the command text may look a bit 
different, but all have the same mean- 
ing and function. This is not an article 
about the Firestorm viewer nor is it my 
attempt to convince you to use the 
viewer I do. I will do my best to keep 
my instructions abstract enough to as- 
sist you in developing your own way to 
manage your clothing inventory as you 
wish. If, however, you wish to comment 
on my viewer choice, or how my viewer 
is set up, then get the thought of 
providing me your highly opinionated 
rant about how I should play Second 
Life out of your troll-infested head. If 
you wish to provide opinion on the best 
viewer and how to set it up, write your 
own damn opinion piece! I'm sure the 
editors here at rez will be happy to re- 
view it. (I really need to learn not to 
write while I'm on my period!) 


So, with my bitchy mood well estab- 
lished, let's get right to it and look at 
how you can make your virtual life a 
much more pleasant experience. We 
are going to visit a huge upgrade for us 
clothing hoarders - - OUTFITS!!! The 
one thing I can say about using the new 
outfit capabilities is that you need to be 


able to organize first. The new feature 
will help you, but if you have a garage 
in real life which you can barely walk 
into, much less park a car in, then I feel 
you may have bigger fish to fry than 
learning how to use new viewer fea- 
tures to get control of your inventory. 
Let’s move on. 


Outfits came out with the V2 release 
and is the basis on how I dress myself 
in Second Life. At this point you may 


item, reference links are used in the 
folders to point to the original item, 
thus making copy rights no longer a re- 
quirement to create and store outfits! A 
big plus if you ask me!! 


THE BASICS... 


How do you get started using outfits? 
First you need to get access to the ap- 
pearance tools. I use the button bar fea- 
ture in the new viewer for this. To use 


be saying to yourself, “This dingy wo- 
man didn’t know you could use outfits 
in V1?” Well, yes I did. The idea of out- 
fits has been around since way back in 
V1; however, the process to create an 
outfit in V1 was to take copies of your 
objects and stuff them into a folder. 
Once you had all of the parts of your 
outfit together, including shape, skin, 
and anything else you wanted, you just 
used the standard menu selection to 
wear the folders contents. The actual 
implementation with outfits still uses 
that basic premise, with a twist. So 
what is that twist? Outfits are still 
stored in folders; however, instead of 
having actual copies of the original 


toolbar buttons is a very simple exer- 
cise. There is a reference document on 
how to use toolbar buttons on your 
viewer at _ http://community.second- 
life.com/t5/English-Knowledge- 
Base/Introduction-to-Viewer-version- 
3-2/ta-p/1238073. I won't take the time 
to review the button toolbar here. The 
reference I provide should explain all 
about how to use and configure the 
toolbars. I have the “Appearance” but- 
ton on my button toolbar. This makes it 
very easy to access outfits and I would 
recommend using that button to get 
the tool that pops up, and become fa- 
miliar with it. 


The appearance tool can be handy to 
edit a specific outfit from the outfit list, 
but I find it easier to wear an outfit and 
then pull up the appearance edit tool 
by right clicking on myself and choos- 
ing “Edit Outfit” from the popup 
menu. Either way, you get the same set 
of tools; however, if you do want to edit 
the outfit from the appearance screen, 
choose your outfit, wear it and then 
click the edit button to the right of the 
outfit’s title at the top of the screen. I'll 
come back to some of the more ad- 
vanced features of this tool later on in 
this article. 
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So how do you create an outfit? Once 
you can get to the appearance tool it’s 
really quite simple. 


1, Attach clothing layer or attachment 
items to your avatar. Include 
everything you wish to include in the 
outfit so that your avatar looks perfect 
only using the “Add” command. Notice 
I used the “Add” command here. Let's 
briefly discuss the difference between 
adding to an outfit and wearing an out- 
fit. When you choose to wear anything, 
whether it’s a complete outfit or a single 
clothing layer item like pants or an at- 
tachment, that 
item you “wear” 
will replace every 
other item or items 
in that — outfit, 
clothing layer or 
attachment — point 
and remove them 
from your avatar. 
Understand _ there 
are some items like 
shape and _ skin 
that will only allow 
you to wear the 
item. The general 
rule is if you can 
attach multiple 
items to your 
avatar, the “Add” 
command will be 
available. 


Adding an item, 


Edit Outfit 


however, does not re- Dreier 
place existing items MI 

on your avatar. In- ‘ 
stead, it actually adds 
the item to your worn 
list and subsequently 
on the avatar too. So 
if you want to put two 
or more pieces of 
clothing on the un- 
derpants clothing 
layer for example, or 
attach two or more 
items to the stomach 
attachment, or load 
one outfit to the 
avatar and then add 
another outfit on top, 
you can use the “Add” 
command to do that. 


2. Adjust items attached on the same 
layer so that one item doesn't unneces- 
sarily bleed through the other item. An 
example may be where both a tattoo 
and a bra are both attached through 
the undershirt layer. You would want 
the tattoo to show as being under the 
bra and not over it. 


Here is where the appearance tool 
comes in handy. As I mentioned earlier, 
you can edit an outfit from the edit 
button to the right of the outfit name. 
Even if you haven't saved the outfit, 
you can edit what you are wearing by 
pressing this button. You can also right 
click on your avatar and use the “Edit 


Outfit” item on the popup menu to get 
the same tool. 


Once this tool is displayed, you can se- 
lect the specific item in the list and 
move it up or down in priority. By 
moving an item that shares a layer with 
another higher up on the list, you ef- 
fectively are telling SL to add that first, 
then add the next item. Thus, you still 
get the correct layering effect when you 
add clothing to the same clothing layer. 


3. Once you have the outfit looking 
perfect, then save it. 


This is a very simple thing to do. Using 
the appearance tool, you can save your 


outfit using the “Save As” button in the 
bottom of the tools screen. The viewer 
will prompt you for a name. Give it a 
good descriptive one. That's it. You 
now have an outfit in your inventory! 
Where is it you ask? Why it’s in your 
“Outfits” folder! This folder is a stand- 
ard folder in your inventory with an 
icon of a hanger on it. If you deleted it, 
the only way you can get it back is to 
uninstall your viewer and reinstall it. 
Yeah, I made that mistake in my first 
days of using the newer viewer. If you 
open that folder, you should find an- 
other one with the same icon inside of 
it with the name you gave your outfit. 
This is your new outfit folder for that 
outfit that the viewer automatically 
created for you! No more making them 


yourself, unless of course you wish to 
(more about that later). If you open up 
your new outfit folder, you'll now see 
all the links to the items that make up 
your outfit, including skin and shape - 
- everything you used to make your 
avatar look exactly how you wanted it 
to look. 


So now you can have fun making up all 
of the looks you like, using one ac- 
count. You can change every aspect of 
your look, including sex, shape, skin, 


clothing; you name it! Who needs alts 
now! If you wish to look different, it’s 
now just a single click away! Well, two 
actually. To wear your outfit is as 
simple as right clicking on the outfit 
folder for the outfit you wish to wear 
and using the replace command, Your 
avatar will then take on the appearance 
of that outfit. 


Once you have learned how to create 
an outfit and wear one, what do you do 
if you want to edit it? Or, what if you 
want to make a copy of it and just make 
a few changes here and there but keep 
the original? Can you do that? You bet 
you can. Editing and copying outfits is 
simple, but can seem not to be. One 
would think to copy an outfit, you just 


right click on the folder and select the 
copy command. This doesn’t work. 
There is no copy command associated 
with outfit folders. So how do you do 
it? Wear the outfit you wish to copy, 
edit it to suit your needs, and then pull 
up that appearance tool and again use 
the ‘save as’ command. You'll again be 
prompted to supply a name. The name 
of the original outfit will be in the 
prompt with “(New)” attached to the 
end of it. Edit the name if you wish to 
and save it. Now you have a modified 


copy. 


I kind of just glossed over how you spe- 
cifically edit links in your outfit, so let’s 
discuss that in more detail. The new 
viewer provides some powerful tools, 
from simply adding or removing item 
links from your outfit to managing 
how multiple items attached to a single 
clothing layer or attachment point can 
be layered. So let's dig into some of 
these great features. 


Editing the item list in an existing out- 
fit is very easy. What I like to do first is 
wear the outfit while I edit, but it’s 
required. Removing an item link from 
an outfit is as simple as right clicking 


on the link and choosing the delete 
command on the popup menu. You can 
add an item’ link in one of two ways. 
The first is after wearing the outfit to 
simply add more items to it in the same 
manner that you used to create a new 
outfit. Once you have your changes the 
way you like again, you can use the ap- 
pearance tools ‘save’ command to re- 
place your existing outfit, or the ‘save 
as’ command to create a new version of 
your original outfit. The other method 
you can use is to drag an item from 
your clothing inventory and drop it 
into the outfit folder for the outfit you 
wish to change. The viewer will auto- 
matically add the item by creating a 
link to the dragged item and add it into 
the outfit folder. No 
saving or appearance 
tool is needed for the 
drag and drop option. 


There is also the abil- 
ity to use the appear- 
ance tool to edit 
outfits. Wear your 
outfit and then right 
click on your avatar. 
Choose the menu 
item that allows you 
to edit the outfit to get 
the appearance tool. 
When it appears, 
press the “Add More” 
button and up pops a 
list of all of the items 
in your inventory! 


Yikes! Every time I see that I just about 
have to keep the scream developing in 
my throat from erupting out. 


There is help, though, At the bottom of 
the tool, two buttons appear. The de- 
fault button shows you everything as a 
single list. The other button provides 
your items broken into their respective 
folders, just like your normal inventory. 
There is also a drop-down list to allow 
you to filter your list by clothing type. I 
don't really use the appearance tool 
that much for this, as I can just drag 
and drop in my inventory window, but 
the feature is there if you wish to use it. 


The use of outfits, and learning how to 
manage them, has been a huge benefit 
to me. While I always hear of people 
that complain that they do not like the 
new viewer, I say they haven't really 
learned how to use it. Outfits and mul- 


tiple attachments allow us so much 
more freedom on how we wish our 
avatars to appear in the world around 
us. And isn’t that one of the reasons we 
spend lindens and time on them; to 
show our collective virtual citizens how 
we wish to be portrayed? While the 
new Linden Labs viewer and the third 
party clones that stem from it look and 
feel different, once you start to learn 
some of the powerful features they 
have included in it, you will want to 
search out many of the great features 
these viewers provide us. For those of 
you who haven't taken that journey to 
explore the new viewer, I highly recom- 
mend you do, Stick with it and you 
won't regret it. 


Now get naked! And dress yourself the 
way you like! 
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a monthly advice column by 
Gudrun Gausman 


Dear Gudrun — 


I have been trying lucid dreaming as suggested in your blog http://livy- 
urdream.blogspot.com/2009_02_01_archive.html. 


Like anyone, I would like to control the contents of my dreams. I have read that 
meditation helps with becoming lucid, and I have been trying the Diamond 
Method of meditation, which can shortcut the overall learning curve of Lucid 
Dreaming. It's amazing when you recognize that life is occurring all at once, not 
just according to the linearity of one's perceptions. I have been practicing for a few 
days now and I LOVE it!!! 


Though I have no problem letting thoughts, feelings, and images pass right 
through me without getting involved, my worst enemy is those annoying songs 
that get stuck in your head!! External distractions can be overcome, but this is 
crazy!!! 


I'm not referring to songs I necessarily heard just before meditating. Some songs 
just get STUCK in there... hours, days, months after you've heard them. No matter 
what you do, you just can't shake them!!! The problem is compounded by the 
rhythms of life that are so salient while meditating... your breathing, your heart- 
beat, blinking your eyes... No amount of chanting obliviates stuck songs... It just 
increases their hold. 


What can I do???? 


Hopefully, 
Dream Catcher 


Dear Dream Catcher - 


Our brains are hopelessly sensitive to 
music. Music is defined by repetition, 
and "stuck songs" simply contain 
"hooks" that are difficult or impossible 
to shake. Don't worry. Nearly everyone 
experiences them: ninety-eight percent 
of individuals, women and men 
equally, get songs stuck in their heads. 
It is notable, however, women must en- 
dure them longer and find them more 
irritating. And these stuck songs are 
mostly songs with lyrics, though it is 
possible for them to be instrumentals. 
There are probable psychological dif- 
ferences between those stuck with lyr- 
ics and those with pure music. (And 
this last statement is simply a logical 
supposition on my part.) 


The songs typically have a high, upbeat 
melody with repetitive lyrics that verge 
between catchy and annoying. They 
may be called earworms, involuntary 


of a hook is something that stands out 
and is easily remembered. Hooks are 
repetitive, attention-grabbing, and 
memorable, easily danced to, and have 
commercial potential, A hook has also 
been defined as a "part of a song, some- 
times the title or key lyric line, which 
keeps recurring." The hook is the 
foundation of commercial songwriting, 
if you haven't already figured this out. 


So, crappy songs can become hugely 
popular, just because they are catchy. 
But maybe, if they are catchy, they 
aren't so crappy after all. Whatever 
they are, they are parasites, living in 
our minds, and seemingly beyond our 
ability to control them. They tend to be 
a smallish portion of a song, more or 
less reflecting the capacity of one's aud- 
itory short-term memory: they are 
simple tunes of 15 to 30 seconds. But 
some people with huge auditory 
memories get huge earworms. Some 
people remember entire symphonies. 


Ningeycelan percent of individuals, men and 


women a 


musical images, brainworms, or sticky 
music. Personally, I like the term “ear- 
worms.” 


A hook is a musical notion. It is a short 
riff, passage, or phrase that is used to 
make a song appealing and to "catch 
the ear" of the listener. One definition 


ke, get songs stuck in their heads. 


Musicians, people with OCD, and 
probably Second Life DJs are particu- 
larly susceptible to these parasitic ob- 
sessions. (I’m not saying they are sick 
people to begin with... just predis- 
posed.) 


So, how does one rid herself of such a 


parasite? Some recommend doing a 
crossword or going for a run. But these 
activities are time consuming and are 
not always convenient. Another recom- 
mendation is singing the British na- 
tional anthem very slowly. 


HOLD ON! The British national an- 
them? There are at least two that I 
know of... Is it "God Save the Queen," 
or "Land of Hope and Glory"? AND 
WAIT!!! These are both earworms, so 
much so that each morphed either to 
or from another earworm - "My Coun- 
try ‘tis of Thee" and "Pomp and Cir- 
cumstance," respectively. 


(Personally, although I'm not British, 
I'm in the "God Save the Queen" 
camp.) Part of the second stanza is my 
favorite patriotic lyric of all time... 


“Confound their politics, 
Frustrate their knavish tricks, 
On Thee our hopes we fix: 
God save us all." 


With "Hope and Glory," on the other 
hand, it's like the whole country is 
stuck in high school in perpetuity. (I 
don't know if Austin Powers has 
weighed in on this issue, but I'm guess- 
ing he'd propose "Hard Knock Life.") 


WAIT!! I forgot "Rule, Britannia." 
Those Brits DO seem to have a lock on 
patriotic earworms. Well, alternatively, 
you could hum “Deutschland iiber 


Alles” or perhaps “Waltzing Matilda." 


All joking and national anthems aside, 
the best way to get rid of an earworm is 
with another earworm. I have com- 
posed a list of my favorite earworms. I 
know that research on this subject is 
widespread, especially among Brits (??), 
but these are not earworms reported by 
test subjects. They are simply MY fa- 


vorites, in no particular order: 


This is Your Night - Amber 

Viva La Vida - Coldplay 

The Peanut Vendor - Desi Arnaz 

Come on, Eileen - Dexys Midnight 
Runners 

The Guns of Navarove - 
Tiomkin 


Dmitri 


Once upon a Time in the West - Prague 
Philharmonic 

Summer Nights - John Travolta/Olivia 
Newton John 

The Sweetheart Tree - Henry Mancini 
Running Wild - Monty Sunshine 
Making Love Out Of Nothing At All - 
Air Supply 

Lord of the Dance - Christmas Revels 
The Ballad of High Noon (Do Not For- 
sake Me, O My Darlin’) - Tex Ritter 
Bear Down, Chicago Bears - The Polar 
Bears 

What is Love (Baby Don't Hurt Me) - 
Naked Muffin 


Crazy - Gnarls Barkley - This 
Rorschach video might also be helpful, 
lol http://www.you- 


tube.com/watch?v=bd2B6SjMh_w 
Negra Macumbe - Tropico Soundtrack 
(Campillo/Leon Instrumental) 

99 Red Balloons - Nena 

Right Back Where We Started From - 


Maxine Nightingale 

Sunday Girl - Blondie 

Human - The Killers 

El Manisero (The Peanut Vendor) - 
Desi Arnaz (Instrumental) 

Crimson and Clover - Joan Jett 
Lavender Blue (Dilly Dilly) - Dinah 
Shore 


Any one of these is more or less guar- 
anteed to replace your unwanted ear- 
worm, albeit with another LOL. 


And if none of them works, you can 
slowly sing "God Save the Queen" or 
"Land of Hope and Glory." (I don't 
think either of those work un-slowly, in 
jig time, though “Rule, Britannia” 
might), or you can run around the 
block while doing a crossword. In any 
case, I'm sure your ability for uninter- 
rupted meditation will increase dra- 
matically. 


Sweet Dreams, 
Gudrun 
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Come enjoy the finest SL 
musicians in the beautiful, 
intimate surroundings of 
Two Moon Paradise.... 


(Two Moon Paradise 148, 178, 27) 
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Gentleman once again as we enter 

April and consider Spring in all of 
its glory. If you have followed PG over 
that past year, you have allowed your- 
self to be led down a pathway from 
dancing tips, to winter sports across SL, 
with stops along the way to consider 
the interaction between SL and RL and 
just how many lives you might want to 
resurrect yourself into. 


Wee to the ramblings of this 


One thing that has not been touched 
on much in this space over the past 
year is the commitment issue of "Part- 
nering” in SL. As many of you know 
from scanning my profile, | am happily 
partnered in SL to Deb Bailey, who also 
happens to be my RL lifemate and wife 
of almost 40 years. 


Alas, over these past six years, Deb 
has very rarely made her presence 
known across SL, as her joys for a 
second life lend themselves more to es- 
caping into English mystery novels 


the Mac operating system upgrades, 
hardware upgrades and the complexit- 
ies of the new viewers, I wondered just 
how many people do come into SL 
hoping to find their own partner for 
life in SL or even RL sole mates. 


Does SL lend itself to even having a 
partner for life? In fact, what represents 
‘life’ in SL? When we think of life in 
terms of RL we think of decades of 
companionship and commitment. Is SL 
more like that old analogy of canine 
life, one year = seven years? I have not 
known many partnerships across my 
six years in SL that have lasted even 
through the six years of Harry Bailey's 
existence. 


I have been invited to many elabor- 
ate SL weddings and there seems to be 
quite an elaborate commercial network 
built around weddings. Yet, as of this 
writing, none of those formal weddings 
I have attended has lasted more than 
two years after the event. Is there not 


Is SL more like that old analogy of. 
canine life, one year = seven years? 


than to computer animations. Even so, 
she is, has been, and always shall be my 
"Partner for life" in any life. 


As I considered this over the past 
few months as we both considered 
bringing her avatar back into SL with 


even a chance for the seven year itch in 
SL? Does SL time shift this into the 7- 
month itch? 


Is it possible that one of the chal- 
lenges of partnering in SL is the diffi- 
culty or even perhaps inability to build 


a strong and solid foundation for SL re- 
lationships? Is this due to a basic rela- 
tionship flaw of virtual relationships or 
is it perhaps due to some of the same 
issues that occur in RL, Primarily NOT 
taking the time to actually communic- 
ate effectively with potential partners, 
learn the areas of compatibility and 
also those of incompatibility that will 
need to be overcome. 


A few short decades ago in the 
world of cyberspace, this PG used to 
host on online weekly group session, 
titled "partners for life" on what was 
then the only online option around, 
Compuserve. Ok, I do realize this 
shows my extreme age and deep cyber 
roots, but hey it was like now, a whole 
new world to explore back in the early 
90s LOL. 


These sessions drew couples from 
around the globe who were 
hoping to build a lifetime with 
their soul-mate if only they 
could overcome some of the 
challenges. Sound a bit like SL | 
today maybe? Week after 
week, our group addressed one 
single topic and tried to get all 
those attending to come to 
grips with just that issue. 


Amazingly, the one issue 
everyone seemed comfortable 
around was sexuality and de- 
sire. The most difficult issue 


we uncovered over the years was a total 
surprise to us. Where do we spend the 
holidays, your family or mine? Along 
the way we addressed how genders 
communicate differently, how to meld 
and then overcome money and credit 
issues, dealing with radically different 
basic issues of opinion such as politics. 
Who moves to take our LDR to the 
next level? What about our children 
from previous relationships? . . . only a 
few of the long list of topics to uncover 
on the path to a solid partnering 
foundation I believe. 


As I have thought on this I con- 
sidered the short list of those I know 
across SL who are in longer term part- 
nerships that have lasted over many 
years. How do they fare on some of 
these topics? Most seem to have built 
an agreement to always avoid hot but- 
ton disagreements, especially politics 


these days. They also 
have established ground 
rules about never want- 
ing to meet in RL, thus 
avoiding the issues of 
long distance relation- 
ships or family members 
from previous relation- 
ships. 


Another plus for suc- 
cess in these couples is 
that many of the chal- 
lenges of RL disappear 
in SL. No one leaves the 
toilet seat up or hogs the 
hot water with an hour 
long shower, clogging 
the drain with their long hair and herb- 
al shampoo in the process. 


Money is also usually not a major i: 
sue in SL. Plenty of free accounts, f 
designer hunts and friends to help you 
fill up a solid inventory of the basics 
one needs in SL. It does amaze me that 
for some, work in SL can and does be- 
come an issue. When one partner starts 
working and becomes addicted to their 
SL career, it has the same result that 
happens in RL. 


This brings us to the number one is: 
sue I see when a partnership breaks 
apart here in SL - - lack of attention. 
When one partner craves unlimited at- 
tention, suddenly it places a duty on 
the other partner. SL can quickly turn 


into work for both partners and quickly 
turn fun and support into drama and 
annoyance. Should partnerships be 
50/50, 60/40, 80/20? There is never a 
right answer to this question. 


The critical point is that early on the 
individuals discuss expectations hon- 
estly and discover if they are close in 
what they want from the partnei 
Those are the partnerships I find that 
work over the long term. I often won- 
der how many across SL actually sit 
down and have a conversation about 
the "LONG" part of a long-term part- 
nering. If one partner defines long as 
happily ever after 'til death do us part, 
and the other defines it as probably at 
least until next month, the only out- 
come possible will quickly be drama 
and a broken partnership. 


I always assume that most in SL who 
go for the fancy weddings are expect- 
ing quite a long term partnership and 
not a six month stand, as it were. At the 


I am blessed to have my perfect 
partner for any life in Deb Bailey and 
look forward to our celebration of 60 
years of marriage and 25 years of SL 


When one partner craves unlimited attention, 
suddently it places a duty on the other partner. 


same time, there are many here who 
don't want long term commitment but 
the fun of moving from relationship to 
relationship, partner to partner, in a 
vast exploration just as some become 
pirates for six months, then become 
Nekos for awhile, and move on to 
Vampires. I make no judgment on how 
long "LONG" is, but in any potential 
partnership the issue MUST be dis- 
cussed honestly and openly and agree- 
ment found for the joy of both partners 
and the stability of their partnership. 


I wish for every partnership across 
SL to be blessed and fulfill the desires 
and hopes of each of the partners. Less 
drama and more joy can only make 
everyone's second lives the chance we 
all hoped for when we signed up that 
first avatar and learned how to walk, 
fly, teleport and dress ourselves. And of 
course if your partnership does not 
work out, then take the time to bring 
closure to it quickly and honestly so 
you and your partner may move on in 
your quest for that Partner for 
SECOND life. 


partnership one day. Along the way, we 
shall celebrate many hours of each day 
in RL, and very few moments in any 
year in SL, which is exactly what works 
for us :) I applaud all of my great 
friends and dance partners across SL 
who have made long term partnerships 
work successfully. I wish those just 
starting out a long and successful part- 
nership and encourage all those not yet 
partnered to keep searching. This is, 
after all, a venue full of quests. Search, 
discover, and hold on to the treasure 
you find, but remember to enjoy the 
full fun of the quest! 
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Match by _ 


Leslie was obsessed with spreading peanut 


butter on bread. 


Her mother was worried about Leslie's 
obsession. She thought Leslie ought to find 


a nice man to settle down with 


e So, she searched for one, and found a man 
who was obsessed with spreading jelly on 


bread 


Mead peanut butter on one 


7 t(emread, and then the man would 


Bpread - 


They argued, tempers flared, and things 


Bh the other 


- 


turned violent. 
But they fought to a draw 


The perfect match indeed. 
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